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THE STORY OF HOOK 





four special items. You will know wh 
will see û n showing what you have collected 


But Ne nd and Hook is a shrewd and elusive character, 
There are ma 1 along the ' anc 1 will naed to get past 
each of them on your way to find Hook and the children. So good luck, and 
hurry: the children are waiting 








STARTING THE GAME 


Insert the Hook game pak into your Nintendo 


or the 


or 


— This feature will turn the sound on or off 


— Hook is a one player or two player alternating game. 
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In certain situations, the 
controller will have different 
uses for controlling Pan's 
actions. In general, though, 
the controller has the 
following functions: 


Control pad: Lert- Move Pan to the left 


Right — Move Pan to the right 


Down — Pick something up or duck down 
Up — Climb a ladder 
A Button: Jump, swim, or pick up items 


B Button: Thrust sword or use metal detector; Use with Up to send 
Tink to take care of Enemies 


Start Button: Mzke a selection from the menu 
Select Button: Move the sword tip on the menu screen 





THE NEVERLAND MAP & COMPASS 


1 begin a new 
you will begin г 
Neverland. 1 a map of N 
corner of the screen. If you are co 
map at your destination. You 
changing the direction of the cor npa 5 arrow. Mo 
control pad. lf there is a destination in that compa 
be displayed be he compass. Choc ә 
A Button. 


tination will po 
underground, ur 
nd at the Ne 
solution and you mu 
'stination on his way to the next 


don в 
anto дс 
ow by using th 
tion, the n. 


! by pressing the 





When Pan hz 


ship. If you're 





EMS TO FIND 


KEY ITEMS: 


Cherries 
Find cherries to complete 
F and 
estinations. 


sakes to fir 


und lev 


complete the under- 
ground destinations. 
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own (pages 11 thru 16) are partial fram 
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Find pe 
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Thimbles 

Find thimbles in various 
Neverland destinations 

By using them, Tink will help 
you out with the Enemies 
To give Tink a thimble, 

pr the 

and the 

same time. 


Marbles 

se marbles lo : 

hile flying. Marble: 

so be collected while 
on land and used to 
jump onto pixie dust. 


Pixie Dust 

There may be pixie 
dust floating in long 
spaces betw 

platforms. Use 
marbles to jump onto 
this magic dust as if it 
were solid; use t 
marbles wisely, though! 
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THE ENEMIES 


The Snake 
ound the hi down 
oking to from tree limbs 

stop Pan in the forests 
and lagoons. 


with the evil 
Hook. 





The Pirate The Pirate The Dragon Spiders also 
Zombie paces Ghosts float also lives hang around 
around under- underground 
ground as well. and breathes 


They don't fireballs at Pan poisonous to Pan 
s hurt, but 
is touched t don't let them 
Pirate Zombie he fall on Pan. 
becomes a 
zombie tor a brief 
period of time as 
well and cannot 
be controlled, 





The 
Abominable 
Snowman 


guards the 


Penguins scoot 
back and forth 
ross the ice to 
stop Pan's 
progress 


Pirate Eskimos 
are just like all 
the other Pirates 


around Neverland, 


except they have 
nice warm cC 5 


them 151 
region weather. 


In the waters 
around 
Neverland you'll 
a ounter 
these diving 
gear equipos 1 
Submerged 
Pirates. Watch 
out for their 
suction cup 
harpoons! The 
Jellyfish are not 
much friendlier. 
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y through the forest without letting the pirates get him 
items to find h herries es are numerous and 
while they have certain appointed j duti hey see Pan they will come 
after him. So be careful, the r ; 


an must work his ] \ und tunnels and find his wa 
out. Pan m p f і ^ b lade and 19 zombies 


and poisono bid [ way through each of these 
о complete the astinations 
Pan's hungry and helpful friend Thud Butt can also be 
found in Neverland's underground caver 
Butt and he can blow down any wall he's ne: 





Several water scenes also lay between Pan and finding the children and 
Hook. Pan must swim below the surface in each of these scenes tc 
pearls and find his way out. There are lots of dead en y 

bar shows how much air Pan has left when he's under water. Be sure he 
doesn't run out 


To make Pan swim, use the control pad to turn Pan in the direction you want 
him to go, then press the А Button to make him swim. Swim past objects in the 
water to pick them up. 


Hook's pirates have control of Neverland which was built to look like the deck 
of a pirate's ship. Cannonballs fly around the town like baseballs. But Pan's 
not here to play baseball. Look for gold coins. 





The lagoons of Neverland are a lot like its forests. Use the same strategy 
to help Pan find his way through them. Look for peaches to complete 
the boards 


ТТ 


+ also has a couple of wintery areas. Collect ice 


sticks to complete them. 


Watch out for icicles. li Pan jumps and lands near one, they may come loose 
and fall on him 





THE WEVERTREE 


The Nevertree is like no tree you've eve en. It is big and filled with strong 
branches and treehuts. There are a , trampolines and ladders 
for Pan to use to find his way thro 


sing the Beware, 
you only have a limited amount of time, then the ball 
disappears. 





Many times throughout the game you may see Flying 
as one of the destinations on the compass. It may be 
the only way to get from one place to another on 
Neverland. While in flight, Pan must йу among air 
balloons and clouds. 


Avoid the balloons which carry sticks of dynamite. Catch the balloons which 
carry marbles. Pan needs to catch as many marbles as he can in order to 
stay aloft 


Pan can fly right through some of the clouds. Other clouds are electrical 
Storm clouds and may shock Pan out of some of his strength. 


When Pan nears his destination he will slowly descend back to land and 
again consult his map and compass 





FIGHTING RUFIO 


At some point, Pan is sure ta run into Rufio, the leader 

of the Lost Boys. In order to gain the re tof the 

Lost Boys and get the magic sword r s to defeat 
, Pan must win à duel with Ru Pan 

equipped with only a wooden swe Th a of the 

toughest fights you will have, so be prepar 

difficult battle. 


You can control Pan's movements as follows 
Move Pan Left t left 


з Pan Right right 
Sword 


down 
Kneel and Thrust down & 
Jump & Turn 
Jump Left left & 
Jump Right right & 
n, two power gaug ow Pa 1d Ruño's tunics. 
away at the tunic of the fighter who was hit until finally either 
^ic, When the tunic falls away, only the undershirt 
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HOOKS SHIP 


ssfully complete all other scenes before you can get to 
and the final confrontation. ! 1 ec He is holding 
ostage and only Pan can save them. 


ert s swords an. Pan and Hook will battle it out on the deck of 
ar from the my tor rest ct t Pan's S 
d chain to his 


Pan can b 
the game. 


You must outlast Hook to save the chi dren Whether Pan or Hook t tires out 
first is up to you, Good luck 
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